AFTER PLAYING THIS COURSE 
YOU'LL WONDER WHERE THE CLUBHOUSE IS. 
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EVERYTIME YOU GRIP 
YOUR CLUBS, THIS 
GAME IS GOING TO 
GRIP YOU. THIS IS 
THE MOST VISUALLY 
REALISTIC GOLF 
GAME EVER. OVER 
IS DIFFERENT TYPES 
OF PLAY. WORLD 
COP - HYATT 
DORADO REACH. 
PLAY FOR REAL! 
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THE 3D0 COMPANY SHALL NOT BE LIABLE TO THE END USER FOR 
ANY LOSS OF DATA, LOST PROFITS, COST OF SUBSTITUTE GOODS OR 
OTHER CONSEQUENTIAL, INCIDENTAL, SPECIAL, PUNITIVE, OR 
OTHER DAMAGES OF ANY KIND ARISING OUT OF THE USE OF OR 
INABILITY TO USE THE SOFTWARE. 



THE 3DO COMPANY MAKES NO WARRANTIES, EXPRESS, IMPLIED OR 
STATUTORY- REGARDING THE SOFTWARE. INCLUDING WITHOUT L 
TATION THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FIT- 
NESS FOR ANY PARTICULAR PURPOSE, OR ANY EQUIVALENT WAR- 
RANTIES UNDER THE LAWS OF ANY JURISDICTION- 



DO NOT USE A FRONT OR REAR PROJECTION TELEVISION WITH THIS 
PRODUCT. YOUR PROJECTION TELEVISION SCREEN MAY BE PERMA- 
NENTLY DAMAGED IF STATIONARY SCENES OR PATTERNS ARE DIS- 
PLAYED ON YOUR PROJECTION TELEVISION. SIMILAR DAMAGE MAY 
OCCUR IF YOU PLACE THIS PRODUCT ON HOLD OR PAUSE. IF YOU 
USE YOUR PROJECTION TELEVISION WITH THIS PRODUCT, NEITHER 
THE 3DO COMPANY NOR U.S. GOLD, INC. WILL BE LIABLE FOR ANY 
RESULTING DAMAGE. THIS SITUATION IS NOT CAUSED BY A DEFECT 
IN THIS PRODUCT OR THE 3DO SYSTEM; OTHER FIXED OR REPETI- 
TIVE IMAGES MAY CAUSE SIMILAR DAMAGE TO A PROJECTION TELEVI- 
SION. PLEASE CONTACT YOUR TV MANUFACTURER FOR FURTHER 
INFORMATION. 



THE EXECUTION OF SOFTWARE WITH THE 3DO SYSTEM INVOLVES 
THE USE OF PATENT RIGHTS, GRANTED OR IMPLIED FOR. IN CERTAIN 
COUNTRIES. A PURCHASER OF THE 3DO SYSTEM IS LICENSED TO 
USE SUCH PATENT RIGHTS WITH SOFTWARE LICENSED BY THE 3DO 
COMPANY. NO LICENSE, IMPLIED OR OTHERWISE. IS GRANTED FOR 
THE EXECUTION OF OTHER SOFTWARE. 
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STARTING UP YOUR SYSTEM 

Turn on the POWER switch at the front of your 
3DO Interactive Multiplayer™. The power light 

SHOULD COME ON. 

Press the open/close button to open the CD tray, 
place the Flashback CD in the tray (label up) 

AND PRESS THE OPEN/CLOSE BUTTON TO CLOSE THE CD 
TRAY. 

AFTER A FEW SECONDS THE 3DO LOGO SHOULD APPEAR 
ON THE SCREEN FOLLOWED BY THE TITLE SEQUENCE. 



THE ADVENTURE BEGINS 

YOU PLAY THE PART OF CONRAD HART, CONTROLLING HIS EVERY 
MOVE THROUGH 7 LEVELS. DURING YOUR QUEST, YOU WILL COME 
ACROSS FRIENDS AND FOES WHO YOU WISH TO HELP OR VANQUISH 
USING YOUR GUN. YOU MUST COMPLETE MANY CHALLENGES IN 
ORDER TO RESTORE HIS LOST MEMORY. EACH LEVEL FEATURES ITS 
OWN UNIQUE GRAPHICS AND HAZARDS, LINKED BY CINEMATIC ANI- 
MATION SEQUENCES. 

GETTING STARTED 

After the Title screen appears, an animation sequence 
starts playing. press the play button to jump to the main 

ENU. 



FIASHBACK 



Sinn 
Options 
Password 
Demo 



MAIN MENU 

USE THE D-PAD TO HIGHLIGHT AN 
OPTION, THEN PRESS THE A BUT- 
TON TO SELECT THE OPTION. 



Play/Pause 

press to start a new game. 

Password Menu 

Enter a password to start the game from the beginning of 
the level that the password corresponds to. use the d- 
pad to highlight a letter and select using the a button. 
the b button will backspace one space and erase one let- 
TER. The C button will clear all letters selected. When 
you have entered all the letters, press the play button, 
if the password is incorrect, you will return to the main 
Menu, at the start of each level, a new password will 
appear at the top of the screen. write it down for easy 
reference. 



FLASHBACK 

ABCDEFGHI 
\IKLMN0PQH 
STUVWXVZ- 



OPTIONS MENU 

press the d-pad up/down to 
select an option. press the a 
button to change the setting. 

Control Type: Choose from 
three different button configu- 
RATIONS. 



FLASHBACK 

Control Typa :- 
Firo A - Fire 
Fire B - Uso Horn 
Flro C - Draw Gun 
Language : English 
OliHcultv : Normal 



LANGUAGE: CHOOSE FROM ENGLISH OR FRENCH GAME TEXT. 



DIFFICULTY: CHOOSE FROM EASY, NORMAL OR DIFFICULT. 



EXIT: RETURNS YOU TO THE MAIN MENU 



SUMMARY OF GENERAL COMMANDS 



D-Pad Moves the character during the game. 

Play button Opens and closes the inventory during the 

game. Shortens the animated scenes. 




M 



DEFAULT CONTROL SETTINGS: 



A BUTTON 



B BUTTON 



C BUTTON 



"ACTION" BUTTON (RUNNING, JUMPING, FIRING, 
PICKING UP AN OBJECT, TALKING, HANGING ON A 
LEDGE) 

"USE" BUTTON (USE AN OBJECT SELECTED FROM 
THE INVENTORY). ALSO PLACES AN OBJECT DOWN 
WHEN PRESSED WITH THE DOWN BUTTON. 

DRAWS THE GUN OR PUTS IT AWAY. 
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NTERACTING WITH YOUR SURROUNDINGS. 

as you move through each level, you will come across 
many people and objects. each time you come across one, 
its name and an icon will be displayed at the top left of 
the screen. the icon will explain which way you can 
interact with the object. pressing the "action" button 
performs the action indicated by the icon. the various 
icons are as follows: 

Take Pick up an object 

(stone, key, etc) and 
place in your 
inventory. 





TALK 



Talk to a person. 



Look 




ACTIVATE 
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EXAMINE AN OBJECTOR 
A NOTICE. 

PRESS A BUTTON TO 
OPEN A DOOR, CALL AN 
ELEVATOR, ETC. 




Recharge 




USE 



Recharges your shield or 
cartridge. 

Insert an object into 
a device meant for that pur- 
pose (ex. insert a keycard 
into a card lock, a cartridge 
into a recharger). it will 
also give an object to some 

ONE. 



INVENTORY MENU 



To Open\Close the inventory, press 

THE PLAY BUTTON. AT THE START OF 
THE GAME, THERE ARE ALREADY SEVER- 
AL OBJECTS LISTED. AS YOU TAKE' 
ITEMS WHILE PROGRESSING THROUGH 
EACH LEVEL, THEY WILL BE ADDED TO 
YOUR INVENTORY. AT THE END OF EACH 
LEVEL, ANY UNNECESSARY OBJECTS 

WILL BE DISCARDED AND YOU MAY BE GIVEN EXTRA OBJECTS TO 

HELP YOU COMPLETE THE NEXT LEVEL. 
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After opening up the inventory, use the D-Pad to highlight 
an object. select the object and exit the inventory by 
pushing the start button. the last selected object will 
now be moved to the beginning of the inventory. if you 
give away the object, the previously selected object 
becomes current again. 



THE CURRENT OBJECT IS DISPLAYED AT THE TOP RIGHT HAND COR- 
NER OF THE PLAY SCREEN. 



OBJECT LIST 

Here are some of the objects which you may find in the 

course of the adventure. 




HOLOCUBE 



CONTAINS IMPORTANT 
INFORMATION. 



FORCE FIELD CREATES AN ENERGY BARRIER 

WHICH STOPS ENEMY SHOTS. 



STONE 



CAN BE THROWN OR PLACED. 








Credits 



Magnetic cartridge 



Mechanical mouse 



EXPLODING MOUSE 



ID Card 
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Money. 



Creates an energy 
source when 
recharged and placed 
in the corresponding 
generator. 

advances along the 
ground setting off 
pressure pads and 

CAMERAS. 

LIKE THE MECHANICAL 
MOUSE, BUT EXPLODES 
AT THE SLIGHTEST 
TOUCH. MAY BE PICKED 
UP WHEN NOT MOVING. 

IDENTITY CARD. SOME 
MAY BE USED AS KEYS. 




TELEPORT RECEIVER 




ONLY WORKS WITH THE 
TELEPORT REMOTE. IT 
TELEPORTS YOU TO 
WHERE THE RECEIVER IS 
THROWN OR PLACED. 



TELEPORT REMOTE CONTROL ONLY WORKS 

WITH THE TELEPORT 
RECEIVER BY TELEPORT- 
ING YOU TO THE RECEIV- 
ER'S POSITION. YOU CAN 
GET THE RECEIVER BACK 
AUTOMATICALLY BY 
PLACING THE TELEPORT 
REMOTE CONTROL ON 
THE GROUND. 
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MISCELLANEOUS DEVICES 

Used with certain objects to activate them. 



Teleport 



Energy Generator 



Switch 



Camera 



Pressure pad 



Card lock 



Teleports you towards a mission or 
to a place which is inaccessible on 
foot. 

Recharges the shield or magnetic 
cartridge. 

Opens a door or calls an elevator. 

Opens or closes a door, calls an 
elevator, etc. It also triggers the 
laser cannon's fire. 

Opens or closes a door, calls an 
elevator and may also set off an 

ALARM. 

Used with a card, opens doors. 



i 
i 



Key lock 



Save Station 



Shield 



Disintegrator 



Electrified floor 



Used with a key, opens a door or 
trap-door. 

Saves the game where the station is. 

The shield is an item in your 
inventory. you start with 4 shields, 
and each time you are hit, you will 
lose 1 shield. if you have no shields 
left and you take a hit, you lose 
your life. you can recharge your 
shield using the energy generator, 
however, look out for the follow- 
ing death hazards. 

loss of life if you cross this. 

run or jump over it. 
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TAKING TRANSPORTATION 

TO CALL A TAXI 

Stand facing the taxi station and press button A. 

TO TAKE THE SUBWAY 

STAND IN THE ENTRY ZONE, WAIT FOR THE TRAIN TO ARRIVE AND 

PRESS THE A BUTTON. TO GET OFF AT A STATION, PRESS THE A 

BUTTON. 

HAZARDS 

THERE ARE A VARIETY OF ENEMY AND KILLER OBJECTS IN THE 
GAME. DESTROY ENEMIES WITH YOUR GUN. HOWEVER, SOME 
KILLER OBJECTS CAN NOT BE DESTROYED. THESE OBJECTS ARE AS 
FOLLOWS; 



LAND MINE 



EXPLODES WHEN YOU PASS OVER OR 
NEAR TO IT. AN EXPLOSION DESTROYS 
ONE SHIELD. AVOID THEM BY JUMPING 
OVER THEM. 



FALLING MINE 



EXPLODES ON CONTACT WITH THE 
GROUND, AN OBJECT, OR A CHARACTER, 
ETC. AND DESTROYS ONE SHIELD. IF ANY 
OBJECT PASSES BENEATH ONE OF THESE 
MINES IT WILL CAUSE IT TO FALL. 



Laser Cannon 



TRY TO AVOID ITS DEADLY RAYS. IT IS 
ACTIVATED BY A CAMERA OR PRESSURE 
PAD. 



IF CONRAD FALLS MORE THAN TWO FLOORS, HE LOSES HIS LIFE. 
HOWEVER, IT IS POSSIBLE TO STOP HIM FROM FALLING IF HE IS 
LUCKY ENOUGH TO CATCH A SIDE WALL. 

HINTS AND TIPS 

General Information 

before starting your quest, pick up the holocube and read 

the information. get information from people you talk to. 

Search the screen for objects which may not be obvious 

at first glance. 

Keep an eye on your shields, you may be closer to death 

than you think. save the game regularly. 
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THE LEVELS 



Level 1 - Planet Titan 

Conrad awakens on the artificial jungle of the planet 
Titan. He has no memory of past events nor the circum- 
stances WHICH BROUGHT HIM TO THIS PLACE. HOWEVER, HE 
FINDS A HOLOCUBE WHICH CONTAINS INFORMATION TO HELP HIM 
PIECE TOGETHER HIS MEMORY. CONRAD MUST FIGHT HOSTILE 
MUTANTS, WATCHDOG ROBOTS, AND AVOID DEADLY TRAPS TO FIND 
HIS WAY OUT OF THE JUNGLE. 

HINT: PRESSURE PADS ARE ACTIVATED BY RUNNING OR WALKING 
ACROSS THEM, OR BY THE WEIGHT OF AN OBJECT. 
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Level 2-New Washington 

conrad manages to find his friend ian and recover his mem 
ory. he knows he must return to earth to stop the alien 
conspiracy. unfortunately the voyage to earth is expen- 
sive, conrad must earn credits by completing some jobs, 
hint: don't leave out any of your options during a last 
minute decision. 



level 3-death tower: 

Conrad is a contestant on The Death Tower television 
game show, trying to win a free ticket back to earth. the 
Death Tower is a dangerous labyrinth guarded by formida- 
ble REPLICANTS THAT HAVE THE POWER TO MOVE AT BREATHTAK- 
ING SPEED. 

HINT: A REAL TEST OF YOUR 
REACTION TIME. BE QUICK AND 
AWARE AT ALL TIMES, 
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level 4-earth 

Once on earth, the aliens discover his true identity and 

try to liquidate him. after escaping he finds his way to 

the aliens' headquarters. conrad must face watchdogs; 

replicants; laser cameras and rockets. 

hint: there are lots of secret passages in this club. 



level 5-the secret base of "paradise" 

In the Paradise Club Conrad uncov- 
ers THE ALIENS' PLAN TO DOMINATE THE 
HUMAN RACE. UNFORTUNATELY HE IS 
DISCOVERED BY THE ALIENS AND CAP- 
TURED. 

HINT: PRACTICE USING THE TELE- 
PORTER. 

Levels 6 & 7-The Planet of morphs 
Conrad finds himself on the planet Morph, the home of 
the aliens. He sets out to find crucial information which 
will destroy the planet. 
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HINT: 

1 . sometimes the best thing to 
do is the most obvious. 

2. Try to attack the aliens from 
all sides. 



19 



CHARACTER MOVES 

TO ASCEND ON AN ELEVATOR: 

PRESS AND HOLD DOWN THE A BUTTON AND UP ON THE D- 

PAD. 
TO DESCEND ON AN ELEVATOR: 

PRESS AND HOLD DOWN THE A BUTTON AND DOWN ON THE 

D-PAD. 

to somersault while running: 

press and hold down the a button and tap left or 
right on the d-pad, then tap down on the d-pad to 
somersault. 

Small Jump: 

Press and hold down the A button and tap up on 

THE D-PAD. 

Going down one floor: 

Stand at edge. Press and hold down the A button 

AND DOWN ON THE D-PAD. 
GOING UP ONE FLOOR: 

STAND UNDER THE LEDGE. PRESS AND HOLD UP ON THE 
D-PAD. 



RUNNING LONG JUMP: 

Press and hold down the A button and tap left or 

RIGHT ON THE D-PAD, THEN TAP UP ON THE D-PAD TO 
JUMP. 

run and hang onto a higher floor automatically: 

press and hold down the a button and tap left or 
right on the d-pad. 

Hang to the left or right towards a lower floor: 

Press and hold down the A button and tap down on 
the d-pad, then tap the d-pad in the opposite direc- 
tion to turn around. 

Walk with theGun: 

tap c button to pull out gun. left or right on the 
d-pad to move with the gun out. press a button to 

TAKE AIM. 
SOMERSAULT WITH GUN: 

Tap C button to pull out the gun. Tap down on the 
d-pad to kneel and tap left or right twice to roll. 
Drop down a floor with the gun drawn on landing: 

Tap C button to pull out the gun. advance to the 

EDGE BY PRESSING LEFT OR RIGHT ON THE D-PAD. WHEN 
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at the edge, tap left or right once more on the 

d-padto drop down. 
climb up a floor with the gun drawn: 

Press and hold up on the D-Pad. When pulling 

yourself up, tap c button, 
somersault: 

Press and hold down on D-Pad. While crouching, 

press and hold left or right on d-pad. 











For More Hints Call the 

FLASHBACK HINT LINE 

at 
1-900-288-GAME 

The Cost is $ .85 per 
Minute. 

If you are under 1 8 years of age you 

must get permission to call from the 

person who pays the bill. 

[Available in U.S.A. Only) 
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SCORES 



U.S. GOLD, INC. LIMITED WARRANTY 

U.S. GOLD, INC. WARRANTS TO THE ORIGINAL PURCHASER THAT THIS U.S. 
GOLD CD IS FREE FROM DEFECTS IN MATERIALS AND WORKMANSHIP FOR A 
PERIOD OF NINETY (90) DAYS FROM THE DATE OF PURCHASE. THIS U.S. 
GOLD CD IS SOLD AS IS WITHOUT EXPRESSED OR IMPLIED WARRANTY OF 
ANY KIND, AND U.S. GOLD IS NOT LIABLE FOR ANY LOSSES OR DAMAGES OF 
ANY KIND RESULTING FROM USE OF THIS PROGRAM. U.S. GOLD AGREES 
FOR A PERIOD OF NINETY (90) DAYS TO EITHER REPAIR OR REPLACE, AT ITS 
OPTION, FREE OF CHARGE, ANY U.S. GOLD CD, POSTAGE PAID, WITH PROOF 
OF DATE OF PURCHASE, AT ITS FACTORY SERVICE CENTER. 

THIS LIMITED WARRANTY IS NOT APPLICABLE TO NORMAL WEAR AND TEAR. 
THIS LIMITED WARRANTY SHALL NOT BE APPLICABLE AND SHALL BE VOID IF 
THE DEFECT IN THE U.S. GOLD CD HAS ARISEN THROUGH ABUSE, UNREA- 
SONABLE USE, MISTREATMENT OR NEGLECT. THIS LIMITED WARRANTY IS IN 
LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE U.S. GOLD. 
ANY IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PAR- 
TICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT WILL U.S. GOLD BE LIABLE FOR ANY SPE- 
CIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSES- 
SION, USE OR MALFUNCTION OF THIS CD. 

SOME STATES DO NOT ALLOW LIMITATION AS TO HOW LONG AN IMPLIED 
WARRANTY LASTS AND/OR EXCLUSIONS OR LIMITATIONS OR INCIDENTAL 
CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATIONS AND OR EXCLU- 
SIONS OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU 
SPECIFIC RIGHTS, AND YOU MAY ALSO HAVE RIGHTS WHICH VARY FROM 
STATE TO STATE. 
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